import turtle
import pydroid

# Activate virtual keyboard
# pydroid.activate_virtual_keyboard()

# Constants
GRAVITY = 0.2
JUMP_SPEED = 5

# Create the game window
window = turtle.Screen()
window.title("Digging Game with Guns")
window.bgcolor("black")
window.setup(width=800, height=600)
window.tracer(0)

# Create the player
player = turtle.Turtle()
player.shape("turtle")
player.color("white")
player.penup()

# Set up player movement variables
player.dx = 0
player.dy = 0
player.is_jumping = False

# Set up player movement functions
def move_left():
    player.dx = -30
# Update player movement
    player.setx(player.xcor() + player.dx)
    player.sety(player.ycor() + player.dy)
def move_right():
    player.dx = 3

def move_up():
    player.dy = JUMP_SPEED
    player.is_jumping = True

def move_down():
    player.dy = -3

def stop_moving():
    player.dx = 0
    player.dy = 0

def fire():
    # Add gun firing logic here
    pass


# Create circle button
circle_button = turtle.Turtle()
circle_button.shape("circle")
circle_button.color("green")
circle_button.penup()
circle_button.goto(-350, -250)

# Set up circle button movement variables
circle_button.dx = 1

# Set up circle button movement function
def move_circle_button():
    x = circle_button.xcor()
    x += circle_button.dx
    circle_button.setx(x)

    if x > 350 or x < -350:
        circle_button.dx *= -1

# Create firing button
fire_button = turtle.Turtle()
fire_button.shape("circle")
fire_button.color("red")
fire_button.penup()
fire_button.goto(350, -250)

# Create jumping button
jump_button = turtle.Turtle()
jump_button.shape("circle")
jump_button.color("blue")
jump_button.penup()
jump_button.goto(350, -200)

# Function to handle firing button click
def fire_button_click(x, y):
    fire()
    
# Function to handle jumping button click
def jump_button_click(x, y):
    move_up()

# Register button click handlers
fire_button.onclick(fire_button_click)
jump_button.onclick(jump_button_click)


def draw_button(x, y, width, height):
    turtle.penup()
    turtle.goto(x, y)
    turtle.pendown()
    turtle.setheading(0)
    turtle.fillcolor('green')
    turtle.begin_fill()
    for _ in range(2):
        turtle.forward(width)
        turtle.left(90)
        turtle.forward(height)
        turtle.left(90)
    turtle.end_fill()

def is_tap_on_button(x, y, button_x, button_y, button_width, button_height):
    if x >= button_x and x <= button_x + button_width and y >= button_y and y <= button_y + button_height:
        return True
    return False

def handle_button_click(x, y):
    if is_tap_on_button(x, y, button_x, button_y, button_width, button_height):
        # Handle button click logic here
        move_left()
        stop_moving()
        
        
# Set up the turtle screen
screen = turtle.Screen()
screen.setup(800, 600)

# Set up the button coordinates and dimensions
button_x = -350
button_y = -350
button_width = 100
button_height = 100

# Draw the button
draw_button(button_x, button_y, button_width, button_height)

# Register the button click handler
screen.onclick(handle_button_click)

# Set up game loop
while True:
    # Update player movement
    player.setx(player.xcor() + player.dx)
    player.sety(player.ycor() + player.dy)

    # Apply gravity
    player.dy -= GRAVITY

    # Check for collision with ground
    if player.ycor() < -250:
        player.sety(-250)
        player.is_jumping = False
        player.dy = 0

    # Move circle button
    move_circle_button()

    # Update the screen
    window.update()

# Exit the game
window.mainloop()
